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ANCIENT CACTUS DRAGON 


Gargantuan dragon, neutral good 


Armor Class 20 (natural armor) 
Hit Points 315 (18d20 + 126) 
Speed 40 ft., burrow 40 ft., fly 80 ft. 


STR DEX CON INT WIS CHA 
26 (+8) 12 (+1) 24 (47) 17 (+3) 18 (+4) 14 (42) 


Saving Throws Dex +7, Con +13, Wis +10, Cha +8 

Skills Perception +16, Stealth +7, Survival +10 

Damage Resistances fire 

Senses blindsight 60 ft., darkvision 120 ft., passive 
Perception 26 

Languages Common, Draconic 

Challenge 20 (25,000 XP) 


Legendary Resistance (3/Day). If the dragon fails a saving 
throw, it can choose to succeed instead. 


Thorned Shell. A creature that touches the dragon or hits 
it with a melee attack while within 5 feet of it takes 17 
(5d6) piercing damage. 


Multiattack. The dragon can use its Frightful Presence. It 
then makes three attacks: one with its bite and two with 
its claws. 


Bite. Melee Weapon Attack: +14 to hit, reach 15 ft., one 
target. Hit: 29 (4d10 + 8) piercing damage. 

Claw. Melee Weapon Attack: +14 to hit, reach 10 ft., one 
target. Hit: 15 (2d6 + 8) slashing damage. 


Tail. Melee Weapon Attack: +14 to hit, reach 20 ft., one 
target. Hit: 12 (1d8 + 8) bludgeoning damage plus 4 
(1d8) piercing damage. 


Frightful Presence. Each creature of the dragon's choice 
that is within 120 feet of the dragon and aware of it 
must succeed on a DC 16 Wisdom saving throw or 
become frightened for 1 minute. A creature can repeat 
the saving throw at the end of each of its turns, ending 
the effect on itself on a success. If a creature's saving 
throw is successful or the effect ends for it, the creature 
is immune to the dragon's Frightful Presence for the 
next 24 hours. 


Water Breath (3/day). The dragon shoots water in a 90- 
foot line that is 10 feet wide. Each creature in that line 
must make a DC 22 Dexterity saving throw. On a failure, 
a target takes 66 (12d10) bludgeoning damage and is 
pushed up to the end of the jet and knocked prone. If 
the creature impacts against a solid surface, both of 
them take 33 (6d10) bludgeoning damage. On a 
successful save, a target takes half the bludgeoning 
damage, is pushed to one side of the jet (its choice) and 
isn't knocked prone. 


Rain of Thorns (Recharge 6). The dragon shakes itself, 
expelling thousands of thorns from its body. Each 
creature within 60 feet of the dragon must make a DC 
22 Dexterity check, taking 45 (10d8) piercing damage 
ona failed save, or half as much on a successful one. 


LEGENDARY ACTION 


The ancient cactus dragon can take 3 legendary actions, 
choosing from the options below. Only one legendary 
action can be used at a time and only at the end of 
another creature's turn. The ancient cactus dragon 
regains spent legendary actions at the start of its turn. 


Detect. The dragon makes a Wisdom (Perception) check. 
Tail Attack The dragon makes a tail attack. 

Wing Attack (Costs 2 Actions). The creature beats its 
wings. Each creature within 15 feet of the creature must 
succeed on a DC 22 Dexterity saving throw or take 15 
(2d6 + 8) bludgeoning damage and be knocked prone. 
The creature can then fly up to half its flying speed. 


ADULT CACTUS DRAGON 


Huge dragon, neutral good 


Armor Class 18 (natural armor) 
Hit Points 184 (16d12 + 80) 
Speed 40 ft., burrow 30 ft., fly 80 ft. 


STR DEX CON INT WIS CHA 
23 (+6) 12 (41) 2 Ee) 15 (+2) 16 (+3) 12 (+1) 


, 


Saving Throws Dex +6, Con +10, Wis +8, Cha +6 

Skills Perception +13, Stealth +6, Survival +8 

Damage Resistances fire 

Senses blindsight 60 ft., darkvision 120 ft., passive 
Perception 23 

Languages Common, Draconic 

Challenge 14 (11,500 XP) 


, 


Legendary Resistance (3/Day). If the dragon fails a saving 
throw, it can choose to succeed instead. 


Thorned Shell. A creature that touches the dragon or hits 
it with a melee attack while within 5 feet of it takes 10 
(3d6) piercing damage. 


| 


ACTIONS 


Multiattack. The dragon can use its Frightful Presence. It 
then makes three attacks: one with its bite and two with 
its claws. 


Bite. Melee Weapon Attack: +11 to hit, reach 10 ft., one 
target. Hit: 22 (3d10 + 6) piercing damage. 


Claw. Melee Weapon Attack: +11 to hit, reach 5 ft., one 
target. Hit: 13 (2d6 + 6) slashing damage. 


Tail. Melee Weapon Attack: +11 to hit, reach 15 ft., one 
target. Hit: 10 (1d8 + 6) bludgeoning damage plus 4 
(1d8) piercing damage. 


Frightful Presence. Each creature of the dragon's choice 
that is within 120 feet of the dragon and aware of it 
must succeed on a DC 14 Wisdom saving throw or 
become frightened for 1 minute. A creature can repeat 
the saving throw at the end of each of its turns, ending 
the effect on itself on a success. If a creature's saving 
throw is successful or the effect ends for it, the creature 
is immune to the dragon's Frightful Presence for the 
next 24 hours. 


Water Breath (2/day). The dragon shoots water in a 60- 
foot line that is 5 feet wide. Each creature in that line 
must make a DC 18 Dexterity saving throw. On a failure, 
a target takes 49 (9d10) bludgeoning damage and is 
pushed up to the end of the jet and knocked prone. If 
the creature impacts against a solid surface, both of 
them take 22 (4d10) bludgeoning damage. On a 
successful save, a target takes half the bludgeoning 
damage, is pushed to one side of the jet (its choice) and 
isn't knocked prone. 


Rain of Thorns (Recharge 6). The dragon shakes itself, 
expelling thousands of thorns from its body. Each 
creature within 60 feet of the dragon must make a DC 
18 Dexterity check, taking 36 (8d8) piercing damage on 
a failed save, or half as much on a successful one. 


LEGENDARY ACTION 


The ancient cactus dragon can take 3 legendary actions, 
choosing from the options below. Only one legendary 
action can be used at a time and only at the end of 
another creature's turn. The ancient cactus dragon 
regains spent legendary actions at the start of its turn. 


Detect. The dragon makes a Wisdom (Perception) check. 
Tail Attack. The dragon makes a tail attack. 

Wing Attack (Costs 2 Actions). The creature beats its 
wings. Each creature within 10 feet of the creature must 
succeed on a DC 18 Dexterity saving throw or take 13 
(2d6 + 6) bludgeoning damage and be knocked prone. 
The creature can then fly up to half its flying speed. 


YOUNG CACTUS DRAGON 


Large dragon, neutral good 


Armor Class 17 (natural armor) 
Hit Points 119 (14d10 + 42) 
Speed 40 ft., burrow 20 ft., fly 80 ft. 


STR DEX CON INT WIS CHA 
18 (+4) 12 (41) 17 (+3) 14 (42) 14 (42) 12 (1) 


Skills Perception +8, Stealth +4, Survival +5 

Damage Resistances fire 

Senses blindsight 30 ft., darkvision 120 ft., passive 
Perception 18 

Languages Common, Draconic 

Challenge 6 (2,300 XP) 


Thorned Shell. A creature that touches the dragon or 
hits it with a melee attack while within 5 feet of it takes 
7 (2d6) piercing damage. 


ACTIONS 


Multiattack. The dragon makes three attacks: one with 
its bite and two with its claws. 


Bite. Melee Weapon Attack: +7 to hit, reach 10 ft., one 
target. Hit: 20 (3d10 + 4) piercing damage. 


Claw. Melee Weapon Attack: +7 to hit, reach 5 ft., one 
target. Hit: 11 (2d6 + 4) slashing damage. 


Water Breath (1/day). The dragon shoots water in a 40- 
foot line that is 5 feet wide. Each creature in that line 
must make a DC 14 Dexterity saving throw. On a 
failure, a target takes 38 (7d10) bludgeoning damage 
and is pushed up to the end of the jet and knocked 
prone. If the creature impacts against a solid surface, 
both of them take 16 (3d10) bludgeoning damage. On 
a successful save, a target takes half the bludgeoning 
damage, is pushed to one side of the jet (its choice) 
and isn't knocked prone. 


Rain of Thorns (Recharge 6). The dragon shakes itself, 
expelling thousands of thorns from its body. Each 
creature within 30 feet of the dragon must make a DC 
14 Dexterity check, taking 27 (6d8) piercing damage 
ona failed save, or half as much on a successful one. 


CacTus DRAGON WYRMLING 


Medium dragon, neutral good 


Armor Class 16 (natural armor) 
Hit Points 38 (7d8 + 7) 
Speed 30 ft., burrow 15 ft., fly 60 ft. 


STR DEX CON INT WIS CHA 
14 (42) 12 (41) 13 41) 12 (41) 12 (41) 11 (+0) 


Saving Throws Dex +3, Con +3, Wis +3, Cha +2 

Skills Perception +5, Stealth +3, Survival +3 

Damage Resistances fire 

Senses blindsight 10 ft., darkvision 60 ft., passive 
Perception 15 

Languages Common, Draconic 

Challenge 1 (200 XP) 


Thorned Shell. A creature that touches the dragon or 
hits it with a melee attack while within 5 feet of it 
takes 3 (1d6) piercing damage. 


ACTIONS 


Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., 
one target. Hit: 11 (2d8 + 2) piercing damage. 


Rain of Thorns (Recharge 6). The dragon shakes 
itself, expelling hundreds of thorns from its body. 
Each creature within 15 feet of the dragon must 
make a DC 11 Dexterity check, taking 18 (4d8) 
piercing damage on a failed save, or half as much 
on a successful one. 


CACTUS DRAGON 


Patient and calm, cactus dragons live a solitary life in hot and 
dry desert areas. These herbivorous and peaceful dragons eat 
plants — especially cacti — from which they draw water that 
they can store inside a sack located in their rib cage. 

A cactus dragon's body is covered with thorns that it uses 
to defend against assailants. A cactus dragon's wyrmling 
scales are a bright green. As it ages, the dragon scales’ color 
fade, becoming paler as shades of yellow appear over them. 

Water Reservoir. Cactus dragons have a special organ 
near their heart that they use to save large amount of water. 
Using this sack, they can survive for days without drinking or 
eating, a useful ability when living in arid territories. They 
may also use it to blow a very high-pressure jet of water from 
their mouth. 

Reclused and Breviloquent. Cactus dragons are reserved 
creatures, with strong family bonds. They live in uninhabited 
places to avoid contact with other beings, as they spend most 
of their time sunbathing and reflecting over philosophical 
matters. Even though they are secluded, they aren't shy and 
will assist lost or wandering travelers in need 


A Cactus Dracon's LAIR 


A cactus dragon's desert lair is typically a ruin, canyon, or 
cave network with ceiling holes to allow for sunlight. 


Lair ACTIONS 
A cactus dragon may take the exact same actions as a brass 
dragon while inside its lair (see the Monster Manual, p. 106). 


REGIONAL EFFECTS 

The region containing a legendary cactus dragon's lair is 
warped by the dragon's magic, which creates the exact same 
effects as if the region contained a legendary brass dragon's 
lair (See the Monster Manual, p. 106). 


GwaALII 


This small and hairy creature has four arms and wears Troll Phobia. Gwalii fear trolls above all, since the trolls see 
gemstone jewelry. Its big and yellow eyes sparkle with them as nothing more than a snack. They will run away from 
mischief as its hand reaches to a small pouch on its back. them on sight, and even abandon their current colony if a troll 


settles its territory near them. 

Gwalii are malicious magical beasts, forming tribes that 
live in trees. They can be found in tropical forests or swamps. ss 
Many unwary travelers have been attacked by them, getting BAG OF PEBBLES 
their food and jewelries stolen by those cunning creatures. 

Love for Shiny. Gwalii love stones, especially those with 
bright and glowing colors. They make bracelets and 
necklaces out of them using vines. Those gems are a symbol 


Each gwalii keeps a pouch filled with small stones 
that they use to harass their foes with. All of them 
have their own bag, that they care for as much as 
their glowing gems. They also use them to settle 


of power amongst them and those who wear the most have a conflicts between them, like when two males fight 
higher place in their hierarchy. They consider one of their for the same female. They can infuse them with 
kind as an adult when it gets its first gem, which can lead the magic but rarely do so to attack a member on their 
youngest ones to some reckless acts in order to reach own specie. 
adulthood. During a combat against outsiders, a gwalii 
Nature's Magic. Infused with essence from the Feywild, without pebbles would always try to escape to a 
gwalii have the ability to harness the flow of magic and use it safe distance, climbing in a nearby tree or hiding 
to protect themselves while attacking wanderers. They are behind bushes. 


friendly to many beasts, and they sometimes use their help 
for their twisted plans. 


GWALII 
Tiny fey, unaligned 


Armor Class 1 4 
Hit Points 15 (6d4) 
Speed 40 ft., climb 30 ft., swim 30 ft. 


STR DEX CON INT WIS CHA 
6 (-2) 18 (+4) 10 (40) 14 (+2) 12 (+1) 10 (+0) 


Skills Acrobatics +6, Perception +3, Stealth +8 
Senses darkvision 60 ft., passive Perception 13 
Languages Sylvan 

Challenge 1/2 (100 XP) 


Magic Resistance. The gwalii has advantage on 
saving throws against spells and other magical 
effects. 


Innate Spellcasting. The gwalii's innate spellcasting 
ability is Intelligence (spell save DC 12, +4 to hit 
with spell attacks). It can innately cast the following 
spells, requiring no material components: 


At will: druidcraft, magic stone, thorn whip, vicious 
mockery 
1/day each: fog cloud, goodberry, nature's binding 


ACTIONS 


Multiattack. The gwalii uses magic stone and throws 
two magic pebbles. 


Magic Pebble. Ranged Spell Attack: +4 to hit, range 
60 ft., one target. Hit: 5 (1d6 + 2) bludgeoning 
damage. 


THE Four ELEMENTAL 
GUARDIANS 


For the most part, the elements that make up the world are 
indifferent to good and evil as mortals understand the 
concepts. However, some of the primordial powers of the 
Elemental Planes are tainted with true evil The four 
Elemental Guardians exist to fight this corruption and 
prevent it to spread through the Material Plane. 

Avatar of an Archomental. Like other avatars of the 
princes of Elemental Evil, the four Elemental Guardians are 
the living will of an Archomental, a powerful exemplary being 
of the Elemental Planes and rulers over the elementals. They 
contain a tiny fragment of its essence and exists solely to 
advance its cause on the Material Plane. 

Although the identity of the Archomental who created them 
remains unknown, it is believed that he could be related to 
the princes of the Elemental Good. 

Elemental Nodes. The four Elemental Guardians are 
trying to restore the balance of the elements on the Material 
Plane. They are looking for Elemental Nodes created by the 
princes of Elemental Evil in order to reshape those locations 
to their former selves by removing their evil influence. 

True Neutrals. When met together, the four Elemental 
Guardians will always prefer to use diplomacy in order to 
avoid fighting creatures which they have no business with. 
Nevertheless, they will not offer their help to anyone, nor 
accept help from anyone, even if they share the same goal. 

Shared Potency. The four guardians draw their energy 
from the same essence, its power being evenly shared 
between them. If one of them dies, the energy it was drawing 
will be redistributed within the remaining ones, increasing 
their power over the elements. 

As long as one of them is alive, dead guardians will rebuild 
themselves from the Archomental's essence in 1d6 days, 
sharing the energy between them again. 

Elemental Nature. The four Elemental Guardians don't 
require air, food, drink, or sleep. 


——— 


VARIANT: TRANSCENDING BOND 


While fighting powerful foes, the four Elemental 
Guardians may modify how they draw their power 
from the Archomental's essence. They gain the 
following additional traits: 


Shared Essence. While all four Elemental 
Guardians are within 150 feet of one another, they 
share the same pool of 370 hit points. When 
anyone of them take damage, the total amount is 
removed from that pool. They will all die at the 
same time when the pool reach O. If they are no 
longer within reach, the remaining hit points are 
evenly shared between them, rounded up. 


Shared Power. While all four Elemental Guardians 
are within 150 feet of one another, they gain 
access to all of their abilities. 


The Elemental Guardians may not use this ability 
if one of them is on another plane of existence or if 
one of them is already dead. 


es a 


AQUA 


This being resembles a powerful giant with hairless blue- 
green skin, deep blue eyes, flamboyant eyebrows, and 
pearlescent teeth. 


AQUA 


Large elemental, neutral 


Armor Class 16 (natural armor) 
Hit Points 85 (10d10 + 30) 
Speed 30 ft., swim 60 ft. 


STR DEX CON INT WIS CHA 
14 (+2) 18 (+4) 17 (43) 15 (42) 20 (+5) 14 (+2) 


Skills Nature +8, Perception +12 


Damage Immunities cold, poison 

Condition Immunities paralyzed, petrified, poisoned 
Senses darkvision 120 ft, passive Perception 22 
Languages Aquan, Auran, Common, Ignan, Terran 
Challenge 4 (1,100 XP) 


(a 


Bonds of the Elements. The four elemental guardians are 
linked together. When one of them dies, the others 
gain access to new abilities: 

If Aura dies, Aqua gains access to Summon Elemental. 

If Ignis dies, Aqua gains access to Aspect of the Warden. 
If Terra dies, Aqua gains access to Ice Blink 


<a 


Innate Spellcasting. Aqua's innate spellcasting ability is Wisdom (spell save DC 16, +8 to hit with spell attacks). Aqua 
can innately cast the following spells, requiring no material components: 


At will: detect magic, create or destroy water, 
shape water 

1/day each: mass cure wounds 

3/day each: tidal wave, wall of water 

5/day each: cure wounds, lesser restoration 


Len  ——_ 
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Aspect of the Warden. Aqua, and any friendly creature within 30 feet of her, are under the effects of the spells aura of 


purity and aura of vitality. 


ACTIONS 


Multiattack. Aqua casts a spell and uses ice spikes. 


ee 
Ice Spikes. Ranged Spell Attack: +8 to hit, range 60 ft., one target. Hit: 9 (2d8) cold damage, and the target's speed is 


reduced by 10 feet. 


—————E———E—E 


Summon Elemental (Recharge 6). Aqua summons a water elemental in an unoccupied space within 60 feet of her. The 
elemental rolls its own initiative and fights its best to defend her. Aqua can have only one elemental under her 
command at the time. If she summons another, the current one is dismissed. 


——————————————————— 


REACTIONS 


Ice Blink. Whenever an attack hits Aqua, she can teleport in a straight line up to 30 feet away, preventing damage and 
dealing 4 (1d8) cold damage to all creatures located between her last and new spaces. 


ee 


bey AURA 


This creature stands nearly twice as tall as a human, 
although its lower torso trails away into a vortex of mist and 
wind. 


Aura is perhaps the most unpredictable and capricious of 
the Elemental Guardians, a quality that the others (especially 
Terra) find to be both aggravating and embarrassing. He is 
stubborn and dislikes the company of other creatures. Aura 
likes combat, combining his magical powers with martial 
prowesses. He wields a magic greatsword that he swings as 
easily as a short sword. 

Wind Guardian. During combat, Aura focuses solely on 
attacking its enemies. He will use its high speed to charge at 
ranged foes, slashing them down with its greatsword. If he is 
encountered while he has access to all of his abilities, he will 
try to hit-and-run to cause maximum injuries while keeping 
his distance. If he find it appropriate, he will use Typhoon. 
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AURA Damage Immunities poison 

Large elemental, chaotic neutral Condition Immunities paralyzed, petrified, poisoned 
Senses darkvision 120 ft, passive Perception 17 

Armor Class 16 (studded leather) Languages Aquan, Auran, Common, Ignan, Terran 

Hit Points 85 (10d10 + 30) Challenge 5 (1,800 XP) 

Speed 0 ft., fly 60 ft. (hover) rr 


Bonds of the Elements. The four elemental guardians are 


linked together. When one of them dies, the others 
STR DEX CON INT WIS CHA gain access to new abilities: 


18 (+4) 18 (+4) 16 (+3) 13 (41) 12 (41) 13 (41) If Aqua dies, Aura gains access to Typhoon. 


If Ignis dies, Aura gains access to Warding Winds. 
Skills Perception +7 If Terra dies, Aura gains access to Flurry. 


SSS eeeeeeeeeeeeeeununuQIC EE 


Magic Weapons. Aura's weapon attacks are magical. 


i 


Warding Winds. Aura is protected by powerful winds, increasing its AC against projectiles by 2. Additionnaly, each 
creature that starts its turn within 10 feet of Aura must succeed on a DC 15 Constitution saving throw or have 
disadvantage on attack rolls until the start of its next turn. 


———————————————— ee 


Flurry. Aura as an additional action on each of his turns. That action can be used only to take the Attack (one weapon 
attack only), Dash, Disengage, Hide, or Use an Object action. 


ACTIONS 


Multiattack. Aura makes two greatsword attacks. 


eee __________.____._... ¢ 


Greatsword. Melee Weapon Attack: +7 to hit, reach 10 ft., one target. Hit: 14 (3d6 + 4) slashing damage. 
ee 


Typhoon (Recharge 5-6). Aura starts spinning at very high speed using its greatsword. Each creature within 30 feet of 
him must succeed on a DC 15 Constitution saving throw or be pulled 30 feet towards Aura and then take 14 (3d6 + 
4) slashing damage if it is within 5 feet of Aura. Aura cannot move after using this action. 


Seep 


IGNIS 


This muscular giant has crimson skin, smoldering eyes, and 
small black horns. Smoke rises in curls from its flesh. 


Ignis is calm and wise. He wants to fulfill the duty they 
have been created for and will often be the one making 
decisions when its needed. He protects the other Elemental 
Guardians using his sword and shield and his plate armor 
allows him to withstand powerful blows. 

Fire Guardian. During combat beside other elemental 
guardians, Ignis will dedicate himself to the protection of 
Aqua. If she dies, he will simply attack his foes, keeping them 
within reach of his Fire Aura. If he is encountered while he 


IGNIS 


Large elemental, lawful neutral 


Armor Class 20 (plate, shield) 
Hit Points 105 (10d10 + 50) 
Speed 30 ft. 


STR DEX CON INT WIS CHA 
18 (+4) 12 (+1) 20 (45) 12 41) 16 (+3) 12 (+1) 
a EE—E—————— eee 

Skills Athletics +10, Perception +7 


Damage Immunities fire, poison 

Condition Immunities paralyzed, petrified, poisoned 
Senses darkvision 120 ft, passive Perception 17 
Languages Aquan, Auran, Common, Ignan, Terran 
Challenge 6 (2,300 XP) 
a 


Bonds of the Elements. The four elemental guardians are 
linked together. When one of them dies, the others 
gain access to new abilities: 

If Aqua dies, Ignis gains access to Fire Aura 

If Aura dies, Ignis gains access to Flame Whirlwind. 

If Terra dies, Ignis gains access to Burst of Lava 


a 


Fire Aura. At the start of each of Ignis's turns, each creature within 5 feet of it takes 3 (1d6) fire damage, and 


flammable objects in the aura that aren't being worn or carried ignite. A creature that touches Ignis or hits him with a 
melee attack while within 5 feet of him takes 3 (1d6) fire damage. 


— 


ae 


Fiery Weapons. \gnis's weapon attacks are magical. When Ignis hits with any weapon, the weapon deals an extra 1d8 


fire damage (included in the attack). 


ACTIONS 
Multiattack. \gnis makes two longsword attacks. 


——— ee 


Longsword. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit: 8 (1d8 + 4) slashing damage plus 4 (1d8) 


fire damage. 


Pi ____. ¢ 


Flame Whirlwind (Recharge 5-6). \gnis creates a 5 feet wide whirlwind of fire that move in a 60-foot straight line. Each 
creature in that line must make a DC 15 Dexterity saving throw. On a failure, a target takes 10 (3d6) fire damage and 
are ejected 10 feet in the air. On a successful save, a target only takes half as much damage and is not lift into the air. 


eee 


Burst of Lava (Recharge 6). \gnis stomps the ground with his foot, causing crackling rocks filled with lava to erupt at 
four different points he can see within 30 feet of him. At the start of his next turn, the rocks explode. Each creature 
in a 20-foot-radius sphere centered on each rock must make a DC 15 Dexterity saving throw. The sphere spreads 
around corners. A creature takes 7 (2d6) fire damage and 7 (2d6) bludgeoning damage on a failed save, or half as 
much damage on a successful one. A creature in the area of more than one fiery burst is affected only once. 


SSS 


Large elemental, neutral 


Armor Class 16 (studded leather) 
Hit Points 95 (10d10 + 40) 
Speed 30 ft. 


STR DEX CON INT WIS CHA 
14 (42) 19 (+4) 18 (44) 15 G2) 14 (+2) 16 (+3) 


Skills Stealth +10, Acrobatics +10, Perception +8 


TERRA 


This being resembles a towering human with skin of polished 
stone and glittering agate eyes. 


Quiet and reserved, such are the qualities of Terra, the 
Elemental Guardian of Earth. She also is very agile and 
resistant making her a powerful asset when they have to 
fight. She wields two sickles that she uses to shred her 
enemies to pieces. 

Earth Guardian. During combat next to other elemental 
guardians, Terra will indifferently attack any of her enemies. 
She will retreat to safety if needed, waiting to be healed by 
Aqua. If she is encoutered while she has access to all of her 
abilities, she will use Ubiquity and Tremor to spread as much 
damage as she can between all foes facing her. 

Increasing Power. If Terra is encountered while she has 
access to all of her abilities, she has a challenge rating of 7 


Damage Immunities lightning, poison 

Condition Immunities paralyzed, petrified, poisoned 
Senses darkvision 120 ft, passive Perception 18 
Languages Aquan, Auran, Common, Ignan, Terran 
Challenge 5 (1,800 XP) 


a 


Bonds of the Elements. The four elemental guardians are 
linked together. When one of them dies, the others 
gain access to new abilities: 

If Aqua dies, Terra gains access to Ubiquity. 

If Aura dies, Terra gains access to Tremor. 

If Ignis dies, Terra gains access to Magic Absorbtion. 


Magic Weapons. Terra's weapon attacks are magical. 


SLL... 


Ubiquity. Terra can use her movement to teleport to an unoccupied space she can see up to twice the number of feet 
spent. Additionnaly, whenever she hits with a sickle attack, each of creature of her choice within 30 feet of her suffer 


3 (1d6) slashing damage. 
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Magic Absorbtion. Any time Terra is targeted by a spell, roll ad6. On a 1 to 5, Terra is affected normally. On a 6, Terra 
is unaffected, and she regains hit points equal to 5 times the level of the spell that triggered the effect. This effect 


may only trigger once per round. 


ACTIONS 
Mulktiattack. Terra makes three sickle attacks. 
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Sickle. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit: 11 (2d6 + 4) slashing damage. 
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Tremor (Recharge 5-6). Terra causes a tremor in the ground in a 30-foot radius. Each creature other than her in that 
area must make a DC 15 Dexterity saving throw. On a failed save, a creature takes 13 (3d8) bludgeoning damage and 
is knocked prone. On a successful one, a creature takes only half damage and isn't knowked prone. 
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HANGMAN TREE SS 
H iene ieeed Damage Resistances psychic 
CSS (PEM, e Condition Immunities blinded, deafened, prone 


Senses blindsight 60 ft, passive Perception 11 
Languages Sylvan 
Challenge 3 (3900 XP) 


Armor Class 16 (natural armor) 
Hit Points 175 (14d12 + 84) 


Speed 10 ft. 
a 
False Appearance. While the hangman tree remains 
STR DEX CON INT’ WIS CHA motionless, it is indistinguishable from an ordinary 


20-5) Sl) 2346) 7-2) 1221) 10-0) tree. 


Living Vines. Each vine grappling a creature can be directly targeted (AC 14, 30 hit points, resistance to bludgeoning 
damage, immunity to psychic damage, and vulnerability to fire damage). Half of the damage suffered by a vine is also 
dealt to the hangman tree itself. When a vine is reduced to O hit points, the grappled creature is released. 


ACTIONS 
Bite. Melee Weapon Attack: +8 to hit, reach 5ft., one target. Hit: 9 (1d8 + 5) piercing damage. 


Vine. Melee Weapon Attack: +8 to hit, reach 3Oft., one target. Hit: 9 (1d8 + 5) bludgeoning damage. If the 
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target is a Medium or smaller creature, it is grappled (escape DC 16) and pulled 10 feet in the air if it isn't already. 
Until this grapple ends, the target is restrained, cannot speak or cast spells with verbal components, and takes 8 
(1d6+5) slashing damage at the start of each of its turns. 
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Swallow. The hangman tree makes one bite attack against a Medium or smaller creature it is grappling. If the attack 
hits, that creature takes the bite's damage and is swallowed, and the grapple ends. While swallowed, the creature is 
blinded and restrained, it has total cover against attacks and other effects outside the hangman tree, and it takes 14 
(4d6) bludgeoning damage at the start of each of the hangman tree's turns. 

If the hangman tree takes 20 damage or more on a single turn from a creature inside it, the hangman tree must 
succeed on a DC 15 Constitution saving throw at the end of that turn or regurgitate all swallowed creatures, which 
fall prone in a space within 10 feet of the hangman tree. If the hangman tree dies, a swallowed creature is no longer 
restrained by it and can escape from the corpse using 15 feet of movement, exiting prone. 
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LEGENDARY ACTION 


The hangman tree can take 3 legendary actions, choosing from the options below. Only one legendary action can be 
used at a time and only at the end of another creature's turn. The hangman tree regains spent legendary actions at the 
start of its turn. 
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Vine Attack. The hangman tree makes a vine attack. 
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Constriction (Costs 3 Actions). The hangman tree tightens the vines which encircle its targets, dealing 8 (1d6 + 5) 
slashing damage to all creatures currently grappled by it. 
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QuICKWOOD 


These carnivorous plants prize human and elven flesh, but 
eat anything they manage to catch. Quickwoods typically 
explore an area, taking note of any oak trees, and then root 
themselves and wait for prey to wander by. They use their 
oaksight ability to maintain constant surveillance of their 
hunting grounds and send their roots out to drag likely prey 
back to them. 

Roots and Branches. A quickwood has dozens of long 
roots, but can only attack with up to three of them in any 
given round The quickwood uses them to pull its targets 
within reach of its mouth in order to eat them. 

A quickwood may also attack with its branches, especially 
if its enemies are flying. They share the same properties as its 
roots. 
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VARIANT: STARVING QUICKWOOD 


Quickwoods that haven't eaten in a long time are 
even more eager to do so. A starving quickwood 
may use its Bite as a bonus action if it successfully 
pulls a target within 5 feet of itself using its roots. 


QuUICKWOOD 


Huge plant, unaligned 


Armor Class 16 (natural armor) 
Hit Points 189 (14d12 + 98) 
Speed 10 ft. 


STR DEX CON INT WIS CHA 
21 (45) 8 (-1) 24 (47) 12 (41) 15 42) 12 (+1) 


Skills Perception +5, Nature +4 

Damage Resistances psychic 

Condition Immunities blinded, deafened, prone 
Senses blindsight 60 ft, passive Perception 18 
Languages Sylvan 

Challenge 3 (3900 XP) 


False Appearance. While the quickwood remains 
motionless, it is indistinguishable from an ordinary 
oak tree. 


Oaksight The quickwood may observe the area 
surrounding any oak tree within 360 feet of it as if 
using clairvoyance. It can use this ability on any 
number of oak trees in the area. Although the 
quickwood does not need line of sight to establish 
this link, if it does have line of sight to even a 
single oak tree, it cannot be surprised. 
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Spell Absorbtion. Any time the quickwood is 
targeted by a spell, rollad6. Ona 1 to 4, the 
quickwood is affected normally. On a 5 or a 6, the 
quickwood is unaffected, and it absorbs that 
magical energy and stores it into its body. 
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Fear Aura. A quickwood with stored energy can use 
a bonus action to release a frightful aura. All 
creatures within 60 feet of it must succeed on a 
DC 16 Wisdow saving throw or be frightened of 
the quickwood for 1 minute. A creature can repeat 
the saving throw at the end of each of its turns, 
ending the effect on a success. 


ACTIONS 


Multiattack. The quickwood makes three roots 
attacks, or two roots attack and one bite attack. 


Root. Melee Weapon Attack: +8 to hit, reach 6Oft., 
one target. Hit: 9 (1d8 + 5) bludgeoning damage, 

and the target is pulled up to 10 feet in a straight 

line towards the quickwood. 
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Bite. Melee Weapon Attack: +8 to hit, reach 5ft., 
one tarset. Hit: 18 (3d8 + 5) piercins damage. 


WEEPING WOLF 


Large monstrosity, chaotic evil 


Armor Class 16 (natural armor) 
Hit Points 102 (12d10 + 36) 
Speed 40 ft. 


STR DEX CON INT WIS’ CHA 
18 (+4) 16 (+3) 17 (+3) 8 (-1) 13 (41) 8(-1) 


Skills Perception +9 

Damage Resistances bludgeoning, piercing and 
slashing from nonmagical attacks 

Damage Immunities necrotic, poison, psychic 

Condition Immunities blinded, charmed, frightened, 
poisoned, stunned 

Senses truesight 120 ft., passive Perception 19 

Languages — 

Challenge 3 (3,900 XP) 


Insightful The weeping wolf has advantage on 
Wisdom (Perception) checks that rely on sight and 
it can't be surprised. 


Soul Drain. When the weeping wolf starts its turn, 
each creature that has O hit point and is still alive 
within 15 feet of the weeping wolf must succeed 
on aDC 15 Wisdom saving throw or die, its soul 
being devoured. The weeping wolf regains a 
number of hit points equal to 5 times the level (or 
challenge rating) of any creature killed this way. On 
a successful saving throw, a creature is immune to 
the Soul Drain of all weeping wolfs for the next 24 
hours. 


ACTIONS 


Multiattack. The weeping wolf uses Living 
Nightmare if it can. It then makes three attacks: one 
with its bite and two with its claws. 


Bite. Melee Weapon Attack: +7 to hit, reach 5 ft., 
one target. Hit: 13 (2d8 + 4) piercing damage plus 
4 (1d8) necrotic damage. 


Claw. Melee Weapon Attack: +7 to hit, reach 5 ft., 
one target. Hit: 8 (1d8 + 4) slashing damage plus 4 
(1d8) necrotic damage. 


Living Nightmare (Recharge 6). The weeping wolf's 
eyes focus their gazes on any number of creatures 
within 30 feet of the weeping wolf, making their 
soul shiver. Each target must succeed on aDC 15 
Wisdom saving throw, or be paralyzed in fear for 1 
minute. An affected target can repeat the saving 
throw at the end of each of its turns, ending the 
effect on itself on a success. A target that succeeds 
on the saving throw is immune to this weeping 
wolf's Living Nightmare for the next 24 hours. 


WEEPING WOLF 


No one knows when or where weeping wolves appeared for 
the first time. They feed on souls, growing bigger and 
stronger each time they drain a corpse from its spirit. It is 
said that their gaze can pervade your mind, leaving you 
defenseless while they tear your body and soul appart. 

Unholy Wanderer. Weeping wolves roam the lands in 
search for souls to devour, leaving only despair and 
destruction in their path. 

Soul Eater. A weeping wolf doesn't require air, food, drink 
or sleep. They only feed on souls, although they don't require 
to consume any to keep on living. 

Spiritual Prison. All souls devoured by the weeping wolf 
are imprisoned within it. They cannot leave the wolf except by 
very powerful magical means such as the wish spell. 
Therefore, a creature whose soul has been devoured cannot 
be resurrected using revivify, resurrection or raise dead. A 
soul imprisoned in the weeping wolf for 7 days is consumed 
and destroyed utterly, whereupon nothing short of divine 
intervention can restore it to life. 
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FREEING THE SOULS 


If the weeping wolf dies, all souls which have been 
imprisoned for less than 7 days are released and 
may attempt to automatically return to their bodies 
(if they still have one) by succeeding on aDC 15 
Wisdom saving throw. The DC increases by one for 
each day the soul spent inside the weeping wolf. 
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WORM THAT WALKS 


Although this robed wizard stands and moves like a man, his 
body is a writhing mass of squirming, slippery worms. 


The worm that walks is a writhing mass of worms that forms 
the shape of a spell-casting creature. 

Born from death. When a powerful spellcaster with a strong 
personality, a lust for life, and a remorselessly evil soul dies and 
is buried in a graveyard infused with eldritch magic, a strange 
phenomenon sometimes occurs. The flesh of the decaying body 
fats and instructs the very worms that gnaw, and these 
graveworms quicken not only on corruption but upon the 
spellcaster's memories and magical power. The spellcaster's 
very soul is consumed in this vile process, only to be split apart 
to inhabit each of the individual chewing worms in so many 
fragments. 

The result is a hideous hive mind of slithering life known as a 
worm that walks — a mass of worms that clings to the vague 
shape of the body that granted it this new existence, and can 
wield the powers and magic the spellcaster had in life. It retains 
memories of its life before its death, but is not undead. 

Living Monstrosity. A worm that walks doesn't require air, 
food, drink, or sleep. 


WORM THAT WALKS 


Medium monstrosity (human wizard), neutral evil 


Armor Class 16 
Hit Points 114 (16d8 + 42) 
Speed 30 ft. 


STR DEX CON INT WIS CHA 
10 (+0) 18 (+4) 17 (+3) 20 (45) 12 (+1) 10 (+0) 


Saving Throws Int +9, Wis +7 

Damage Resistances bludgeoning, lightning, piercing, 
psychic, slashing 

Damage Immunities poison 

Condition Immunities blinded, deafened, charmed, 
paralyzed, poisoned, restrained, stunned 

Senses blindsight 30 ft., darkvision 60 ft., passive 
Perception 19 

Languages Abyssal, Common, Infernal 

Challenge 12 (8,400 XP) 


DT 


Benign Transposition (1/day). As an action, the worm that 
walks can teleport up to 30 feet to an unoccupied space 
it can see. Alternatively, it can choose a space within 
range that is occupied by a Small or Medium creature. If 
that creature is willing, they both teleport, swapping 
places. The worm that walks regains the use of this 
ability if it casts a conjuration spell of 1st level or higher. 


Focused Conjuration. While the worm that walks is 
concentrating on a conjuration spell, its concentration 
can’t be broken as a result of taking damage. 


Avoidance. |f the worm that walks is subjected to an 
effect that allows it to make a saving throw to take only 
half damage, it instead takes no damage if it succeeds 
on the saving throw, and only half damage if it fails. 


Regeneration. The worm that walks regains 15 hit points 
at the start of its turn if it has at least 1 hit point. 


Improved Unarmored Defense. While the worm that 
walks is wearing no armor and wielding no shield, its AC 
includes its Wisdom modifier (minimum bonus of +2). 


Spellcasting. The worm that walks is a 13th-level 
spellcaster. Its spellcasting ability is Intelligence (spell 
save DC 17, +9 to hit with spell attacks). The worm that 
walks has the following wizard spells prepared: 


Cantrips (at will): acid splash, mage hand, 

prestidigitation, poison spray, sword burst 

Ist level (4 slots): charm person, fog cloud, protection 
from evil and good, shield 

2nd level (3 slots): detect thoughts, invisibility, melf's 
acid arrow 

3rd level (3 slots): dispel magic, protection from 
energy, slow 

Ath level (3 slots): conjure barlgura, evard's black 
tentacles, phantasmal killer 

5th level (2 slots): cloudkill, hold monster 

6th level (1 slots): globe of invulnerability, sunbeam 

7th level (1 slots): finger of death 


ACTIONS 


Slam. Melee Weapon Attack: +4 to hit, reach 5 ft., one 
target. Hit: 4 (1d8) bludgeoning damage. If the attack 
hits, aswarm of worms squirm over the target creature 
which must succeed on a DC 15 Constitution saving 
throw against poison or be incapacitated from nausea 
for 1 minute. While incapacitated in this way, a target 
takes 7 (2d6) poison damage at the start of each of its 
turns. A target can repeat the saving throw at the end of 
each of its turns, ending the effect on itself ona 
success. Another creature using an action to remove the 
worms from the target also ends the effect on it. 
Creatures immune to poison automatically succeed on 
this saving throw. 


WorRM THAT WALKS TEMPLATE 


Only a living evil spellcaster can transform into a worm that 
walks. When a creature becomes a worm that walks, it 
retains its statistics except as described below. The creature 
loses any trait, such as Amphibious, that assumes a living 
physiology. 


Type. The worm that walks’ type changes to monstrosity, 
and it no longer requires air, food, drink, or sleep. 

Senses. As the base creature, plus darkvision 60 feet and 
blindsight 30 feet. 

Armor Class. The worm that walks loses any natural 
armor bonus the base creature may have had but gains the 
trait Improved Unarmored Defense, which allows it to add 
its Wisdom modifier to its AC (minimum bonus of +2). 

Ability Scores. The worm that walks gains a +4 bonus to 
its Dexterity and Constitution scores (to a maximum of 30). 

Defensive Abilities. A worm that walks retains all of the 
base creature's defensive abilities and special qualities. 

Damage Reduction. A worm that walks loses any damage 
reduction possessed by the base creature and has resistance 
to bludgeoning, lightning, piercing, psychic and slashing 
damage. 

Damage Immunities. A worm that walks loses any 
damage immunity possessed by the base creature and has 
immunity to poison. 

Condition Immunities. A worm that walks loses any 
condition immunity possessed by the base creature. A worm 
that walks cannot be blinded, deafened, charmed, paralyzed, 
poisoned, restrained or stunned. 

Avoidance. If the worm that walks is subjected to an effect 
that allows it to make a saving throw to take only half 
damage, it instead takes no damage if it succeeds on the 
saving throw, and only half damage if it fails. 

Regeneration. The worm that walks regains 15 hit points 
at the start of its turn if it has at least 1 hit point. 

Skills. A worm that walks may add twice its proficiency 
bonus to Wisdom (Perception) checks. 


Melee Attacks. A worm that walks loses any natural 
attacks the base creature had, but gains a slam attack (as 
described in the creature's stat block) that deals damage 
based on its size. The slam save DC is calculated as follow: 


Slam save DC = 8 + its proficiency bonus + 
its Constitution modifier 


Size Slam Damage Poison Damage 
Tiny 2 (1d4) 3 (1d4) 
Small 3 (1d6) 5 (2d4) 
Medium 4 (1d8) 7 (2d6) 
Large 7 (2d6) 10 (3d6) 
Huge 9 (2d8) 13 (3d8) 
Gargantuan 18 (4d8) 22 (5d8) 


ESCAPE TACTIC: DISCORPORATE 


If gravely threatened, a worm that walks can 
discorporate as a bonus action, simply falling into a 
pile of individual vermin that slither quickly away. 
All held, worn, and carried items fall on the ground. 
So long as any of the component vermin survive, 
they can breed and create a new body to house the 
wizard’s intelligence and personality. 

Discorporating is a dangerous tactic, because 
once separated, the vermin are treated no 
differently than other vermin. However, 
discorporation almost assures that at least one 
maggot (if not dozens) will manage to crawl away, 
and so provide for the worm that walks’ continued 
existence. 


es of 


SPELLS 


OME OF THE CREATURES DESCRIBED IN THIS 
document can cast spells that are not part of any 
DunceEons AnD Dracons 57 Enition official 
books release. You will find such spells in the 
following section as well as spells than have been 
released in Unearthed Arcana's articles. They 
have been thoroughly balanced to match the 
power or utility of other spells of the same level. 


CONJURE BARLGURA 
4th-level conjuration 


Casting Time: 1 action 
Range: 60 feet 
Components: V,S 
Duration: Up to 10 minutes 


You summon a barlgura that appears in an unoccupied space 
you can see within range. The barlgura disappears when it 
drops to O hit points or when the spell ends. 

The barlgura is hostile to all non-demons. Roll initiative for 
the barlgura, which has its own turns. At the start of its turn, 
it moves toward and attacks the nearest non-demon it can 
perceive. If two or more creatures are equally near, it picks 
one at random. If it cannot see any potential enemies, the 
barlgura moves in a random direction in search of foes. 

As part of casting the spell, you can scribe a circle on the 
ground using the blood of an intelligent humanoid slain 
within the past 24 hours. The circle is large enough to 
encompass your space. The summoned barlgura cannot 
cross the circle or target anyone in it while the spell. 


A Sorcerer, Wizard spell 


NATURE'S BINDING 
1st-level conjuration 


Casting Time: 1 action 

Range: 30 feet 

Components: V,S 

Duration: Concentration, up to 1 minute 


A writhing mass of thorny vines appears around a creature 
you can see within range. The target must succeed on a 
Strength saving throw or be restrained by the magical vines 
until the spell ends. If the target succeeds on the save, the 
vines shrivel away. 

While restrained by this spell, the target takes 1d8 piercing 
damage at the start of each of its turns. A creature restrained 
by the vines can use its action to make a Strength check 
against your spell save DC. On a success, it frees itself. 


A Druid, Ranger spell. 


